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Course Code Course Title Credits Prerequisite
EE 765 Al for Game Programming 3
Objectives: Discuss the concepts and applications of programming by Al.
(<
3 % Evolution of Game Al, Illusion of Intelligence, Solving the Right Problem, Tips from the Trenches,
3 Useful Techniques and Specialized Systems, Building an Al Diagnostic Toolset, Trigger System,
O ¢ Data-Driven Architecture for Animation Selection, Realistic Character Behavior with Prioritized,
C

Categorized Animation, Designing of Finite-State Machines, Response Curves, Line-of-Sight for
3D Landscapes, Fuzzy Logic, Pathfinding, Movement, Lightning.




